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FROM THE EDITORIAL STAFF 


Welcome to Paladins Community Magazine Issue 
#10! Hopefully everyone is still playing as much 
Paladins as they want to, even if you happen to 
be back in school by now! 


We've hada ) | tly, 
meaning you will see a lot of new fetes in 
upcoming issues. In case you couldn't tell, we’ve 
really needed the extra help for awhile. The good 
thing is that we've finally filled that hole! About 
this issue, we give you the rundown on Talus, 

of the Ska’drin. He’s a brand new flanker that 
has a lot of unique mobility that you may enjoy. 
TrippIFault (Welcome to the team!) is bringing 
you a Let’s build for Jenos. Tilt is a thing that 
you've probably seen a lot of in your Paladins 
games, we’ve got you covered on how to deal 
with it this issue! Another thing you'll see in this 
issue is what happens when | run out of article 
ideas, some of my Paladins poetry! Hopefully 
you enjoy it, it was a fun change of pace that 

| will probably do again some time. Lastly is 

the introduction to the PPL (Paladins Premier 
League), a WESA/Hi-Rez Studios collaboration 
that is the newest thing to come to Paladins 
esports. Once again, thank you for the support 
of our publication and best of luck to you in your 
adventures in the Realm! 


Steve Greenfield 
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NEW CHAMPION 


TALUS 


TALUS 


OLLI ih bbb ddtdcicicdddddrdccccaccccccccccccccccccccccccccdea By Jacob Russell 


LL 


With many flanks receiving changes in recent patches (Lex, Maeve, Androxus), the addition 


of Talus to the realm was certainly an interesting one. 


A lot of the flanks mentioned previously that 
received changes saw movements up tier 
lists aS a result. This means that Talus needed 
to be pretty strong on release in order to 
compete with some of his new and improved 
counterparts. Many in the community have 
expressed their belief that he isn’t the 
strongest (they’re correct if you ask me), but 
| think he’ll be like a typical flank in terms of 
viability (when he eventually gets buffed). 
Flank players always have their favorites and 
will play a whole lot of them and become an 
expert. | think Talus has a fun and rewarding 
kit that will lead many to play him for the 
long haul after he gets buffed. He has a good 
bit of short ranged burst and unique mobility 
that will at the very least make him a niche 
pick. 
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Talus’ primary fire (LMB) is Veracharger. 
Veracharger “is a short to medium ranged 
weapon that deals 95 damage every .1s” 

and has an ammo count of 35. What you'll 
probably notice from the stats is that he isn’t 
someone like Evie who only has to hit you 
twice and gets to retreat. He has the same 
base fire rate as Skye, but you'll see later why 
Talus of the Ska’drin occasionally has a faster 
attack speed than the Twilight Assassin. Skye 
obviously has the ability to retreat into stealth 
in case she gets caught out with her low base 
damage, high attack speed weapon. Talus 
brings something else to the table (that I’d 
argue Is better) in order to get out of jail free. 


Talus’ alternate fire (RMB) is Blitz Upper. 
Blitz Upper has an 8 second cooldown and 
causes Talus to charge forward, hitting all 
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By Chelsea Roberts 


Bo 


enemies in an area for 600 damage and 
knocking them straight back. It’s a bit weird 
to think that a champion with a short range 
weapon would have a knockback ability, 
right? Wouldn’t it be better to have the 
enemy closer so it would be easier to land 
shots on them? You’re right, that’s why this 
Skill is used a lot of the time as more of a 
gap closer or finishing move, that way either 
no enemies are hit or the enemies that are 
hit don’t get knocked back because they’re 
already dead. 


Talus’ first ability is Overcharge. 
Remember when | hinted at an attack 
speed steroid? Here it is! Overcharge has 
an 8 second cooldown and increases the 
fire rate of your Veracharger by 33% for 4s. 
The ability is fairly simple, but there is the 
Raging Demon legendary that spices it up a 
little bit. Raging Demon makes it so “you no 
longer consume ammo while Overcharge is 
active.” This legendary can be really useful 
for fighting multiple enemies in a row. Your 
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options are to either use Overcharge on the 
first enemy and still have plenty of ammo left 
for the second or use most of your ammo on 
the first enemy and use Overcharge against 
the second. 


Talus’ second ability is Rune of Travel. 
Rune of Travel is where you “inscribe a rune 
on the ground that will teleport you back to 
its location after 10s or when reactivated.” 
Other things to note with this ability are 
that it has a cooldown of 15 seconds and 
teleporting cleanses all effects. The general 
concept of this ability is that you place it 
down in a Safe place, go off and fight the 
enemy team, and then teleport back when 
you feel like you’re in danger. It’s a lot more 
reliable than Skye’s stealth, as there’s no 
item to counter this like Illuminate does 
against stealth. 


Two legendaries modify Rune of Travel: Inner 
Strength and Faustian Bargain. Inner Strength 
makes Rune of Travel reset the cooldowns of 
Overcharge and Blitz Upper when it activates. 
This makes Rune of Travel useful to use 

while in the middle of a duel, as you can use 
those two abilities, activate Rune of Travel, 
and then finish off the opponent you’re 
dueling with the two abilities that are now off 
cooldown. Here’s what you can expect from 
Faustian Bargain: “Rune of Travel no longer 
automatically activates when the duration 
ends. If [you don’t willingly teleport to the 
rune] the cooldown is reset.” On paper I’d 
say this is the weakest legendary, as if you 
use Rune of Travel correctly then you should 
always want to teleport back. The point of the 
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ability is to be able to go in deep and not get 
punished for it, this legendary discourages 
that mindset if you ask me. 


Talus’ ultimate is True Power. True 

Power is as follows: “After a brief charge- 

up (2 seconds), target ane enemy (that 

isn’t in their soawn room or immune to CC) 
and travel directly to them from anywhere, 
dealing 600 damage and knocking them 
back. The best (and most annoying for the 
enemy team) time to use this ultimate is after 
the start of the round. You teleport to one 
enemy (preferably the one who is in front) 
and knock everyone on the enemy team off 
their horses. This gives your team time to set 
up their defense on the point and basically 
guarantees a fair bit of objective percentage 
for your team. Will you die for your sin? Most 
likely, but it’s still a good play since Paladins 
is agame about objectives, not your K/D/A. 


Champions that synergize well with Talus 
are the ones that usually do well with flanks. 
Torvald’s ability to shield an ally (and give 
them a damage boost if he’s running Field 
Study) and Jenos’ ability to heal an enemy 
through walls over time while they’re in 

the enemy backline go great with Paladins’ 
newest flanker. 


As for who you can do to do well against 
Talus, most flanks struggle against tanks 
because of their large health pool and ability 
to block incoming damage. Picking multiple 
tanks for your composition and staying near 
the objective completely ruins Talus’ day, as 
he is meant to be more of a duelist and isn’t 
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great in larger teamfights. It’s also a good 
idea to find Talus’ Rune of Travel and wait 
there until he teleports to it and get the jump 
on him. 


In conclusion, | think Talus will have his niche 
as a flank who Is great at distracting the 
enemy backline and disrupting enemies on 
their mounts as they try to return to the fray. 
I’m not saying you should try Morale Boost 
Talus, but I’m also not saying that it’s not 
super fun to scare an enemy as he heads 
out of spawn. The Ska’drin race has a bad 
reputation in Paladins’ lore, maybe you can 
change that by carrying your team a few 
times with Talus. Also, anyone have a good 
guess as to what mix of animals a Ska’drin 
is? My mind goes straight to a mix between 
donkey and monkey. Anyways, best of luck 
and enjoy your time in the Realm! 


By Jacob Russell 
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In the last “Let’s Build” we dove into the varying ways to utilize the support Mal’Damba. 


This time we’re going to take a look at the latest support to enter the realm, Jenos. Jenos 


has quickly gained popularity in the competitive scene, not only because of his high healing 


potential, but also because of his assortment of abilities that help him both evade and maim 


the competition. He can be molded to fit almost any support playstyle, from the aggressive 


Void Grip loadouts to the passive, more traditional Astral Mark ones. 


BUILD 1: LOCK "EM UP, 
LEGENDARY: THE POWER 
COSMEUM 


Although it’s rather strange for a healer, 
Jenos’ default legendary is the only one that 
doesn’t enhance his Astral Mark (healing 
ability). Power Cosmeum makes it so Void 
Grip cripples its target and deals an extra 
150 damage per second. Void Grip locks an 
opponent and lifts them into the air, making 
them an easy target for the rest of the team. 
Without The Power Cosmeum as the active 
legendary, the enemy is free to attack at 
will, or in some cases, escape from Void Grip 
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with their movement ability. Communication 
and teamwork is key to get the most out of 
this ability, and the legendary helps keep the 
opponent from squirming too much. 


The first card we want add to the loadout 

for this legendary is Falling Star Ill. If the 
enemy that Jenos has gripped dies within 4 
seconds from when the ability begins, all of 
Jenos’ cooldowns are reduced by 45%. This is 
where the teamwork comes into play. While 
Jenos has an opponent locked in Void Grip, 
he is unable to use any other abilities or fire 
his weapon, so one will need the help of the 
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team to take them out. It’s also important to 
note that Void Grip only lasts for 2.5 seconds, 
meaning that you may have to finish off the 
kill while the enemy is on the move after 
being freed. 


A great card to enhance Void Grip even more 
is Eclipse Ill. This effectively inflicts Cauterize 
Il to the enemy you're gripping. It makes 
Jenos a good counter-pick against other 
supports that heal one champion at a time, 
like Seris. It is best used when an enemy is 
already low and heals are certain to be on 
their way. Just lock them down and give the 
team some target practice. 


Nothing is worse than when an enemy is 
just out of reach, which is why we'll be 
adding Heavenly Pull Ill into the mix. This 
will give Void Grip 30% more range, making 
it much easier to snag that flank trying to 
make a quick getaway. It is also very useful 
for keeping distance between yourself and 
danger. If you can grip from farther away 
then you don’t have to be up as far forward in 
the teamfight and thus won't be in range of 
the enemy as much. The best case scenario 
would be that Jenos is able to be safe behind 
the frontlines and behind a wall (since Astral 
Mark ignores obstacles). 
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The finishing touches on this loadout are 
Cosmic Barrier Il and Lightyears I. Lightyears 
| will increase the distance of Astral Mark, 
Jenos’ heal, the same way as Heavenly Pull 
works for Void Grip. However, we’re only 
putting one point into Lightyears I, so Astral 
Mark’s range will only be 10% longer. Cosmic 
Barrier Il will give Jenos a better chance at 
getting out of a sticky situation, as it will 
give him 16% damage reduction while using 
Stellar Wind, his movement skill that has no 
cooldown. 


BUILD Z: MAKING YOUR 
(ASTRAL) MARK, 
LEGENDARY: CELESTIAL 
TOUCH 


To start out, we will add Falling Star Il so 

you can receive 30% cooldown reduction if 
your team gets a kill from your Void Grip. On 
top of that, we will add additional cooldown 
reduction to the loadout via the card 
Retrograde IV, it reduces the cooldown of 
Astral Mark from 8 seconds to 6. 


Not only will we reduce the cooldown of the 
healing ability, but we will extend the amount 
of time that the heals are running with the 
card Astral Cycle IV. This will extend the 
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amount of time Astral Mark is effective by 
two seconds, meaning Astral Mark will heal 
for an additional 440 HP. With Retrograde 
IV and Astral Cycle (IV) alone Jenos can 
effectively have three teammates receiving 
heals at the same time. This is the heart of 
the loadout. 


After we have our Astral Mark cooldowns 
out of the way, we will spend a little bit on 
turning those heals back the other way by 
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Jenos 40 health per second if Astral Mark 

is healing an ally. This might not seem like 
much at first sight, but it adds up over a long 
period of time. 

The final piece to this loadout is a little bit of 
Solar Sails |, which will give Jenos 2 ammo 
per second while he’s using Stellar Wind. 
Again, this doesn’t look like much on paper 
(like Relativity), but it can really save your life 
by giving you that clutch ammo you need to 
kill that flanker who might be chasing you. 
The main focus with this loadout is to provide 
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heals, and without something like Lightyear 
to give us more reach with Astral Mark, we 
need to stay on the move. When you are on 
the move, you have no time for reloading. 
That is why we bring Stellar Wind. Heal, 
Shoot, Run, Repeat. Get used to it. 


BUILD 3: SHOOTING STARS, 
LEGENDARY: LUMINARY 


Last, but certainly not least, is the other 

end of the spectrum. This loadout is about 
punishment. It uses the legendary card 
Luminary. Luminary increases Jenos’ base 
damage by 15%, along with any ally affected 
with Astral Mark. 


Before we get too far in we'll give this loadout 
a base of Retrograde IV for the cooldown 
reduction on Astral Mark, as well as a dose 

of Relativity | for self-healing. We will add 
Astral Cycle Il to add more damage/heal 
potential. And since this time we will shooting 
our primary a lot more to take advantage of 
the damage boost, we will put Solar Sails II 

in there, giving us 4 ammo per second when 
in Stellar Wind. Still, we need to focus on 
moving around, and Solar Sails will help us be 
able to focus on pumping out Astral Marks. 
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Rounding out this loadout, we will add 

in Penumbra III, which gives Jenos 24% 
lifesteal. This can prove useful in many 
different situations, but it’s a rather obvious 
choice for us since we’re already playing 
aggressive with this loadout. Jenos’ primary 
(Star Splitter) has a quick fire rate at medium 
range, making it easy for you to gain a little 
bit of health while firing on the enemy and 
chilling in the backline. 


Other than the levels of the cards, not much 
changes between this loadout and the 
previous. The true potential of this loadout 

is based solely on the user’s consistency 

at sticking abilities and shots, as well as 
elusiveness to evade danger. This legendary 
is more useful is you have a team of shooters 
who can pump out steady damage. Chances 
are if you are running with two or more 
frontline, you may want to consider Celestial 
Touch. The third and final loadout is better 
suited if you’re running at least 3 DPS, 
especially if a few of those are flankers, as 
Jenos can place the mark on them and watch 
them do work in the enemy backline while 
still being healed by the far off Jenos. 


By TripplFault 
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TILT 


PALADINS 101 


Lik ish bbb bbidddcdcddcdddddrdddcdcdcccceeeeeedcccdccdedddcdaddcdadddds By Brandon Parkes “@&™“00M“MMMav 


You just lost a close game in which it came down to the wire. You are angry, frustrated and 

just plain pissed off at your teammates and their lack of skill (or your own misplay). It’s the 
worst feeling in the world to fail, especially when you feel as if there was nothing you could 
do to stop it. As angry as you are, you let them have it, as this was the 5th consecutive loss 


and it seems like there is no winning in sight. 


This is what is called in the competitive 
gaming scene as tilt. As a player of many 
competitive games, tilt affects both the 
seasoned veterans and the rookies just 
installing the game for the first time. Before 
you queue up for another game, let’s get to 
what is tilt and how to prevent it. 


So what is tilt exactly? Tilt is, in Layman’s 
terms, the state of mind that occurs when 
the player of a game is so frustrated that the 
player is unable to think or make rational 
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decisions. As a result of tilt, the player will 
lose a bunch of games, sinking deeper and 
deeper into tilt. There is a whole article 
about what tilt is here (it explains it through 
League Of Legends terms, but the main idea 
is there) so | suggest taking a gander at that 
for further information on how tilt affects the 
brain and emotions. 


So you are on full tilt mode. What do you do? 
Well, here are some tips to help you get out 
of that funk. 
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STOP PLAYING 


This seems like a no-brainer, but giving 
yourself time to rest not only your wrists and 
fingers, but your brain, can become good for 
you. Typically, after two losses in a row, | tend 
to walk away from my computer or console, 
watch some videos or read a book. | even 
play other games, such as Star Trek Online or 
something relaxing, to give myself a break. 

If | go on full tilt, | stop playing for the day 
and go play something else. The idea Is to 
give yourself a break so that when you come 
back, you have a fresh mind to make rational 
decisions. A lot of people tend to not enjoy 

a game as much after awhile if they play it 
for a long period of time. You'll feel better 
playing that game once you pick it up again 
later since you haven't played it in awhile. 
Long gaming sessions often lower your 
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coordination, as you may tire yourself out if 
you play for too long. Also, you need to stand 
up once in awhile, and taking a break from 
the game helps you do that. 


DON'T THINK ABOUT YOUR 
PLACEMENT. JUST HAVE 
FUN! 


Back when | started to play ranked, | started 
to see where | got placed and, seeing as 
how | got placed rather high (Silver 5). 

The ranking was a death trap, though, as | 
proceeded to tilt and lose a bunch of games, 
staying in Silver 5. Now I’m climbing up the 
leaderboards and enjoying the game more 
because | put less stock into my rank now. 

If you are losing ranks, just stop and realize 
that this is a video game and you should 
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ARTRIELE 


be having fun! Even if you have to go into and not “your team is losing.” This is because 

normal games to have fun, so be it! Paladins you can control the outcome, but you can’t 

is a lot of fun, even if you don’t play ranked. control your teammate’s actions on how you 
can win. Your teammates may quit trying 


USE THE MUTE FEATURE... in your match if you're too toxic to them 


Yes, the Paladins community (like every other because they don’t want to have you on their 


online community) has a few bad apples team anymore and just want you to suffer 
that like to tell you that you are terrible and the game to end. There has been plenty 
and the like (some of which | will not utter). of times that | threw a game due to a missed 
The best feature in this game to counter ultimate or a high cooldown ability. Instead 
these guys is the mute feature. You can of getting mad at my teammates, | will type 
mute voice chat by clicking on the speaker “my bad” or “ah, crap” when | do. On the 

at champion select and scoreboard (Tab). flip side, if one of my teammates throws the 
Of course, communication is important, game, my reaction isn’t to call that person a 
but if a teammate is making you angry noob and call him or her names. My reaction 
or upset, the mute feature is a godsend. is simply “gg”. Realize that it is you who can 
Negative communication is worse than no control how you win games. 


communication at all. 
Tilt is just a state of mind that has your 

DON'T FLATIE. emotions out of whack. If you learn how to 
So your team didn’t capture the objective. control tilt, you will learn how to climb and 
You have not-so-ideal teammates that have enjoy Paladins even more. Remember that tilt 
the same skill as Makoa trying to type on can be controlled and can be stopped. Have 
a keyboard. These reasons are not a good fun! (...and don’t flame on me. please.) 
reason for you to blame your team for why 


you are losing. Notice | said “you are losing” By Brandon Parker 
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PALADINS POETRY 


LLL hhh isiddicicdcdddddcdcdcdcccccccdcdccccccccdadcdadaacadaadadaaddaadade By Jacob Russell 


LL 


I’ve been sitting here for quite awhile thinking of what to write for this issue and | realized 


just now that! spend a bit too much time doing serious, informational articles. What is this 


you might ask? Me using my creative side for once is the answer. 


Poetry is a fun thing | do in my free time just 
to kill time when not writing a lot of the more 
serious stuff | mentioned before. | decided to 
write a poem about every support that calls 
back to their lore, kit, or playstyle. Enjoy! 


Grohk 

They say he never fit in with the Tribe of Fire, 
to get back at them was always his desire. 
Of the lightning god Vex he became a 
prophet, 

he knew now with his wish he could make 
something of it. 


His old tribe he hit with the power of 
lightning, 
what he had become was truly frightening. 
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Because of his new power, to Shaman he was 
promoted. 
Standing in his totem is a good idea, it should 
be noted. 


Grover 

From the Battleground of the Gods he came, 
away from his nature god friend, Sylvanus his 
name. 

It was then he did all the work and got no 
credit, 

He’s on his own now, the competition? He'll 
Shred it. 


He’s meant to be a support, 
but now he seems to be of the damage sort. 


Just be careful if he tries to AXE you a 
The Game On Magazin 


question, 
you're lucky now he can’t buy Deft Hands or 
Aggression. 


Jenos 

He’s the newest support to the Realm, 

when it comes to the stars, he’s at the helm. 
On his allies he leaves his mark, 

SO ON more adventures they can embark. 


Jenos isn’t just a healer, he can grip his 
enemies too, 

hopefully the one who isn’t gripped is you. 
Through Time and Space he unleashes his 
energy, 

in the hope of killing more than one enemy. 
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Mal’Damba 

Around the Realm wielding his snake friend 
Wekono, 

getting hit by that serpent is surely a no-no. 
When it comes to heals he has two of a kind, 
meaning Damba players have a lot on their 
mind. 


Don’t stand too close, 

then you'll be forced to say “Adios.” 

He can throw a gourd at your feet or fear you 
away. 

No matter what, on the point he doesn’t want 
you to stay. 


Pip 
From the Alchemists he stole all his gear, 
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Qumez 


likely while smiling from ear to ear. 
Such big power in those tiny little hands, 
meaning you must follow all his commands. 


Otherwise he’ll turn you into a hen, 

what will your escape plan become then? 
Speaking of animals, he’s a Fennec Fox. 
Pip? It’s safe to call him unorthodox. 


Seris 

They call her the Oracle of the Abyss, 

but she’s actually so much more than this. 
She has the power to pull enemies together, 
this can be done no matter the weather. 


Her job is to heal a single ally at a time, 

not healing your friends should be a crime. 
When your soul has been rent, you know the 
end is near. 

*Insert some joke about gingers like me not 
having souls here* 
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Ying 

She’s “The Blossom” but goes by Ying, 
illusions of herself are her thing. 

With those illusions she can do a lot, 

heal, deal damage, or TP without a thought. 


Ying claws her way to Illusory Rift. 

It is then she gives her teammates a real gift. 
When it comes to beauty she’s like a flower, 
but that doesn’t mean she doesn’t have 
power. 


| actually had a lot more fun writing these 
then | thought | would. As | expected, this was 
a great change of pace for me after writing so 
many articles for this publication for so long. 
Hopefully you didn’t find my poetry skills 

to be too terrible. Who knows, | might write 
some more if you guys want it. Thanks for 
letting me enjoy myself! 


By Jacob Russell 
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PALADINS PREMIER LEAGUE 


AN INTRODUCTION 


OLLI hh bh bs pasididddcidddddcdrdcdcccdcdccccccccccccccdccacdcdddaaaadaddda By Jacob Russell LLL 


For months HiRez has told the community to be patient about news regarding the future 


structure of the Paladins competitive scene. We received the Paladins Global Series (a 


challenger league) back in July, but we knew that more was on the way. The Paladins Premier 


League is here, and with a big surprise that no one could’ve expected. 


That surprise? WESA (World Esports 


Association) is partnering with Hi-Rez to bring 


us the highest level of Paladins competitive 
play! Fans of CS:GO may have heard of this 
association already, as this partnership 

of 13 esports organizations and ESL has 
become a staple in that competitive scene. 
Organizations in this association are huge 
and have a long reputation of success in the 
“wild west” that esports can be sometimes. 
Participating in the inaugural season are the 
following organizations: EnvyUs, Fnatic, G2 
Esports, mousesports, Natus Vincere, Ninjas 
in Pyjamas, Renegades, SK Gaming, Splyce, 
and Virtus.pro. 


What exactly do these organizations stand 
for that are in WESA? They call themselves 
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“an elite group [that] shares a collective 
vision to continue to professionalize 
esports by introducing elements of player 
representation, standardized regulations 
and revenue sharing for teams. Based 

on traditional sports association models, 
WESA also aims to create predictable 
schedules for fans, players, broadcasters by 
engaging all appropriate stakeholders.” To 
put it simply, Paladins esports is on a much 
larger, more legitimate stage because of 
these organizations and Hi-Rez’s backing. | 
introduce you now to the teams that will be 
playing in the inaugural PPL season starting 
this fall. PaladinsWorld.com has an in-depth 
look/bio of each team and player if you feel 
inclined to dive deep into the PPL! 
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NORTH AMERICA: 


Organization: Team Envy 

Twitter: @TeamEnvyUs 

Roster (formerly “Swarm”): 

Bryan “badmit” Lynn (Front Line) 

Minseok “Tulky” Kim (Front Line/Flex) 

Paul “randomnoobtv” Palmisano (Damage) 
Wolfgang “MrHazee” Hafer (Support) 
Jaeden “Invocal” Smith (Damage/Flank) 
Bari-da “Dethroner” Kpea (Manager/Sub) 
Justin “Metapusher” Wilkes (Coach) 


Organization: Renegades 

Twitter: @Renegades 

Roster (formerly “Wild Style”): 
Georges” Lokii” Chalhoub (Damage) 
Joshua “Stormtroopey” Veillon (Support) 
Zach “ShadeeyShades” (Damage/Flank) 
Loc “Ehtereall” Nguyen (Flex) 

Dylan “Cliku” Mohne (Front Line/Flex) 
Justin “Vandy” Cheung (Sub) 
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Organization: SK Gaming 

Twitter: @SKGaming 

Roster (formerly Denial Esports): 
Chris “Bitey” Mohn (Flex) 

Noah “W1fl” Beson (Front Line) 

Daniel “PrinceDannyTV” Santana (Damage/ 
Flank) 

David “stolzey” Mathis Jr. (Damage/Flank) 
Bryce “Vex30” Kelly (Support) 

Grzegorz “Alternit” Panek (Sub/Coach/ 
Manager) 


Organization: Splyce 

Twitter: @Splyce 

Roster (formerly “Woogly”): 

Kevin “Rovaniik” Segura (Damage) 

Javier “ElZulu” Figueroa (Front Line) 

Dallas “Envy” Smith (Damage) 

Tomas “killerumbrellas” Verdugo (Support) 
Adam “amosts” Wong (Front Line) 


Organization: G2 Esports 
Twitter: @G2Esports 
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Roster (formerly Team CryptikK, winner 
of DreamHack Valencia): 

Jake “Kusqt” Jenkins (Support) 

Sebastian “doesupz” Pineo (Damage/Flex) 
Andrew “Wardoom” Cole (Front Line) 

Enno “IDropBodies” Aragon (Damage/Front 
Line) 

Nathan “Evulli” Lee (Damage) 

Joshua “zlunknown” Spirko (Sub) 
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Organization: Fnatic 

Twitter: @FNATIC 

Roster (formerly “District 69”): 

Jordy “Gerrah” Haast (Support) 

Adrian “Bugzy” Bugajaski (Flex) 

David “Fisheko” Kostadinov (Damage) 
Giulio “Cybe8” Bavaresco (Damage/Flank) 
Thijs “Thiel” Smit (Front Line) 

Jan “Careion” Hoffman (Manager) 
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VIRTUS PRO 


2 PPL FALL SPLIT 0 


Organization: Ninjas in Pyjamas 
Twitter: @niPGaming 

Roster (formerly GankStars): 
Pasi “Shipa” Piiparinen (Front Line) 

Pietro “Perdo” Eronen (Damage/Flank) 
Kevin “Laizy” Jensen (Damage/Flex) 
Malkolm “Bonkar” Rench (Front Line/Flex) 
Erik “Bird” Sjosten (Support) 


Organization: Natus Vincere 

Twitter: @NatusVincere 

Roster (formerly WASD Sports): 

Kai “Faenex” van Duppen (Front Line/Flex) 
Kari “Mutu” Parviainen (Damage/Flank) 
Kevin “Unbelivable” Rahu (Front Line/Flex) 
Pawel “Creativs2” Majszyk (Damage/Flank) 
Teemu “spunkki” Tenhunen (Support) 
Yaroslav “NightEnd” Klochko (Manager) 


Organization: Virtus.pro 
Twitter: @virtuspro 
Roster (formerly Flash Point): 
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Lev “eLvenpath” Strokov (Flex) 
Espen “Sephicloud” Krispien (Front Line) 
Lukas “CogCog” Mirbt (Support) 

Leander “isbittenner” Aspestrand (Damage/ 
Flex) 

Simon “Simsiloo” Andersson (Damage/Flex) 


Organization: Mousesports 

Twitter: @Mousesports 

Roster (formerly Burrito Esports): 
Ted “kowa” Hansson (Damage/Flank) 
Kuba “Andzejdudel” Danczuk (Damage) 
Oliver “Slashwine” Pasgaard (Front Line) 
Daniel “NTBees” Byrne (Front Line) 
Patrick “sleeppyy” Ratzow (Support) 


Want to continue to keep up to date with the 
PPL and all that is Paladins esports? Follow 
@PaladinsPro on Twitter and check Pala- 
dinsWorld.com for extended coverage! 


By Jacob Russell 
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